Hacker Character Generator Tables 


Basic Skill Eligibility 


Service Table 


For initial term of service.2 


Hacking 

Exploiting 

Cracking 

Prisoner 

Per subsequent term.1 

Enlist 

7+ 

7+ 

7+ 

7+ 

Upon receiving commission.1 

DM+1 

if Dex 8+ 

if Int 9+ 

if Edu 8+ 

if Dex 8+ 

Upon receiving promotion.1 

DM+2 

if Int 8+ 

if Edu 9+ 

if Int 8+ 

if Int 8+ 

Upon receiving special duty.1 






Note Hackers receive 2 extra 

Draft 

N/A 

N/A 

N/A 

N/A 

Skills per term of service 






If the throw (including DMs) for 

Survival 

8 

7 

9 

7 

Commission, promotion, or 

DM+2 

if Dex 8+ 

if Int 9+ 

if Edu 8+ 

if Int 8+ 

Special duty is 4 greater then the 






Required roll, then 2 skills are 






Received instead of 1 

Commission 

10 

10 

9 

N/A 


DM+1 

if Edu 8+ 

if Edu 8+ 

if Edu 8+ 



DM+1 

ifSoc 9- 

ifSoc 9- 

ifSoc 9- 



Promotion 

9 

8 

8 

9 


DM+2 

if End 9+ 

if Int 9+ 

if Edu 8+ 

if End 9+ 


Special Duty 

8 

9 

7 

8 


Reenlistment 

7 

7 

7 

7 








For initial term of service.2 _ 

Per subsequent term.1 Enlist 

Upon receiving commission.1 DM+1 

Upon receiving promotion.1 DM+2 

Upon receiving special duty.1 

Note Hackers receive 2 extra Draft 

Skills per term of service 

If the throw (including DMs) for Survival 

Commission, promotion, or DM+2 

Special duty is 4 greater then the 

Required roll, then 2 skills are 

Received instead of 1 Commission 

DM+1 

DM+1 


Promotion 

DM+2 

Special Duty 
Reenlistment 


Shin Crew 

Scammer 

Fiahtina 

7+ 

7+ 

7+ 

if Dex 8+ 

if Int 9+ 

if Edu 8+ 

if Int 8+ 

if Edu 9+ 

if Int 8+ 

N/A 

N/A 

N/A 

8 

7 

9 

if Dex 8+ 

if Int 9+ 

if Edu 8+ 

10 

10 

9 

if Edu 8+ 

if Edu 8+ 

if Edu 8+ 

ifSoc 9- 

ifSoc 9- 

ifSoc 9- 

9 

8 

8 

if End 9+ 

if Int 9+ 

if Edu 8+ 

8 

9 

7 

7 

7 

7 


Shore Duty 
7+ 

if Dex 8+ 
if Int 8+ 

N/A 

7 

if Int 8+ 


N/A 


9 

if End 9+ 
8 
7 








Table of Ranks 


Rank Enlisted Officer 


1. El=N00b TR=1 

2. E2=Squid TR=1 

3. E3=2nd Rookie TR=1 

4. E4=lst Rookie TR=2 

5. E5=3rd Script-Kiddie TR=2 

6. E6=2nd Script Kiddie TR=2 

7. E7=lst Script Kiddie TR=3 

8. E8=3rd Trouble Shooter TR=3 

9. E9=2nd Trouble Shooter TR=4 

10. E10=lst Trouble Shooter TR=4 


01=Second Assistant Hacker TR=4 
02=Eirst Assistant Hacker TR=5 
03=Third Hacker TR=5 
04=Second Hacker TR=5 
OS=Hacker (Captain) TR=6 
06=Technomancer TR=6 
07=Neuromancer TR=7 
08=Elite Neuromancer TR=7 
09=Lord Neuromancer TR=7 
O10=Lord High Neuromancer TR=7 


Service Skills Table #1 

Service_Hacker Life Techno Life_Command Officer_Staff Officer 


1 . 

2 . 

3. 

4. 


5. 


6 . 


7. 


8 . 


PHYSICAL 
+1 Str 
Gun Cbt 
Close Cbt 
Gambling 
Blade Cbt 
Hacking 
Hacking 


Electronics 

Engineering 

Computer 

Mechanics 

Robotics 

+1 Int 

Hacking 

Hacking 


Gun Cbt 

Vehicle 

Space 

Physical 

Ship’s Boat 

Tactical 

Leader 

Hacking 


Mechanical 

Fwd Obv 

Computer 

Electronics 

Medical 

Instruction 

Admin 

Hacking 


+1 DM ofSoc <= 9 
+1 DM if Int >=9 





Service Skills Table #2 


Service _ Shore Life Petty Officer _ Hacker Skills Soft Skills 


1 . 

Zero-G Cbt 

Engineering 

Computer 

Liaison 

2. 

+1 Str 

Blade Cbt 

Vice 

Psychology 

3. 

Blade Cbt 

Gun Cbt 

Electronics 

NV Comm 

4. 

Gun Cbt 

Mechanical 

Broker 

Admin 

5. 

Vacc Suit 

Electronics 

Technical 

Carousing 

6. 

Brawling 

Instruction 

Admin 

Leader 

7. 

Survival 

Admin 

Leader 

Recruiting 

8. 

Hacking 

Hacking 

Hacking 

Hacking 

+1 DM 

of Soc <= 9 




+1 DM 

if Int >=9 






Branch Skills Table 

#1 


Service 

Hacking 

Exploiting 

Cracking 

Prisoner 

1 . 

Computer 

Exploits 

Social Engineering Forgery 

2. 

Technical 

Technical 

Computer 

Inborn 

3. 

Space 

-1 Soc 

Recon 

Vice 

4. 

Inborn 

Malware 

Exploits 

Religion 

5. 

Psychology 

Intrusion 

Cracking 

Blade Cbt 

6. 

Security Systems Security Systems 

Streetwise 

Security Systems 

7. 

Hacking 

Hacking 

Tactics 

Stealth 

8. 

Hacking 

Hacking 

Hacking 

Hacking 


+1 DM ofSoc <= 9 
+1 DM if Int >=9 



Branch Skills Table #2 


Service 

Ship Crew 

Scammer 

Fiahtina 

Shore Duty 

1 . 

Vacc Suit 

Forgery 

Unarmed Cbt 

Space 

2. 

Electronics 

Social Engineering 

Physical 

Disguise 

3. 

Broker 

Interpers 

Brawling 

Vice 

4. 

Space 

Inborn 

Interrogation 

-1 Soc 

5. 

Medical 

Streetwise 

Gun Cbt 

Intrusion 

6. 

-1 Soc 

Vice 

Blade Cbt 

Security System 

7. 

Hacking 

Interrogation 

Tactics 

Gunsmithing 

8. 

Hacking 

Hacking 

Hacking 

Hacking 


+1 DM ofSoc <= 9 
+1 DM ifPSR >=9 

Branch Selection 

Service Enlisted 

Officer 

1 . 

Hacking 

Scammer 

2. 

Scammer 

Prisoner 

3. 

Fighting 

Fighting 

4. 

Ship Crew 

Exploiting 

5. 

Exploiting 

Cracking 

6. 

Prisoner 

Ship Crew 

7. 

Cracking 

Shore Duty 

8. 

Shore Duty 

Hacking 


+1 DM ofSoc <= 9 
+1 DM if Int >=9 



Hacker School 


Admission 

9+ 

DM +2 if Edu 10+ 

Success 

8+ 

DM +2 if Int 9+ 

Honors 

11+ 

DM +1 if Edu 11+ 


Graduates receive automatically rank 02, +2 Int, Computer +1, +1 Edu, Hacking + 1, 

Leader +1, Gun Cbt +1. Honors graduates receive an additional Gun Cbt +1 and Computer +1 

Hacker School means that a Hacker Leader has accepted you to serve as one of their officers and 
has personally trained you in the craft of Hacking. The more you pay attention to your Hacker 
Leader, the better your skills. If you don’t pay attention, your Leader refuses to teach you the skills 
and doesn’t promote you. 


Computer School 


Admission 

9+ 

DM +2 if Dex 9+ 

Success 

8+ 

DM +2 if Int 8+ 

Honors 

11+ 

DM +1 if Edu 11+ 


Graduates throw 4+ (on ID) for Rank 02, Computer-3, Hacking-1. Honors graduates receive an 
additional Computer +1 and Engineering +1 


Psionics Training 


Talent_Roll 


1 . 

Telepathy 

4+ 

2. 

Clairvoyance 

5+ 

3. 

Telekinesis 

5+ 

4. 

Awareness 

6+ 

5. 

Teleportation 

7+ 

6. 

Special 

9+ 


+1 DM ofSoc <= 9 
+1 DM ifPSR >=9 


Hackers can opt for Psionic training if they wish. Throw 2D6 for each talent in any order. 

DM -1 for each roll after the first roll, which adds up for each roll, so the third row would be DM -2 
And the fourth roll would be DM -3, etc. 


Talent is a cascade skill that consists of: 


Skill 


1. Telepathy 

2. Clairvoyance 

3. Telekinesis 

4. Awareness 

5. Teleportation 

6. Special 

7. +1PSR 

8. Psionic Martial Arts 

9. Light Blades 

10. Regeneration 

11. Psionic Armor 

12. Phasing 

13. Age Absorption 

Some GMs might not allow talents past 7 on this table, or might add or remove talents to the table. 
Check with your GM to see what Psionic Talents he or she will allow. Some GMs have the Special 
talent pick a talent greater than 7 on this table. 



Space is a cascade skill that consists of: 


Skill 


1 . 

Computer 

2. 

Electronics 

3. 

Engineering 

4. 

Gunnery 

5. 

Mechanics 

6. 

Gravities 

7. 

Sensor Ops 

8. 

Communications 

9. 

Robotics 

10. 

Pilot 

11. 

Navigation 

12. 

Ship’s Boat 

13. 

Vacc Suit 



Hacking is a cascade skill that consists of: 


Skill 


1 . 

Computer 

2. 

Electronics 

3. 

Engineering 

4. 

Malware 

5. 

Mechanics 

6. 

Gravities 

7. 

Sensor Ops 

8. 

Communications 

9. 

Robotics 

10. 

Exploits 

11. 

Social Engineering 

12. 

Cyberspace 

13. 

Cracking 

14. 

Overclocking 

15. 

Security Systems 



New s ki lls in this module: 

Religion: While a prisoner, the pirate may learn about religion. This skill will be useful when 
encountering religions to know what their customs, traditions, and rules are. 

Security Systems: The Hacker knows how security works and is able to use this skill to bypass 
security on computers, doors, prison cells, etc. It is usually combined with a computer or electronics 
skill. 

Exploiting: The Hacker can exploit security holes to make a computer or electronic device do 
whatever he or she wants it to do. 

Social Engineering: The Hacker can impersonate or pretend to be someone they are not, in order to 
gain access to technology, information, passwords, computers, etc. 

Cracking: The Hacker knows how to crack software and get around software protection, firewalls, 
and other security features. 

Malware: The Hacker knows how to write software viruses, Trojan horse programs, spyware, 
adware, and other applications that can infect computer and electronic systems and spread 
themselves over networks and communication signals. 

Cyberspace: The Hacker knows how to get into Cyberspace and while in Cyberspace can use this 
s ki ll for accessing features in Cyberspace not available to the average person. 

Overclocking: The Hacker knows how to push technology to its limits, beyond what the specs of the 
technology says. Twice the storage, twice the clock speed, twice the power, to any computer or 
electrical device. 



Special Duty 



Enlisted 

Officer 

1 . 

Specialist School 

Hacker Attache 

2. 

Recruiting Duty 

Recruiting Duty 

3. 

Gunnery School 

Intelligence School 

4. 

Technical School 

Command College 

5. 

Engineering 

Staff College 

6. 

Cross Training 

Cyberspace 

7. 

Officer Training 

Cross Training 

8. 

Cyberspace 

Psionics School 


DM +2 if Edu 7+ 

Descriptions Of Special Duty 

Attache: Receive promotion and -1 social. 

Command College: Roll 4+ (1D6) on each: Tactics, Hacking, Leader. 

Cyberspace: Roll 4+ (1D6) on each: Computer, Electronics, Cyberspace, Recon, Stealth, Exploits. 

Cross Training: Select any branch (enlisted must select enlisted branches and officers select officer 
branches) and resolve one year of service in that branch. Allow reenlistment in that branch at the 
end of the term of service. 

Engineering School: Roll 4+ (1D6) on each: Mechanical, Electronics, Gravities, and Engineering. 

Gunnery School: Roll 4+ (1D6) on each: Ship’s Lasers, Ship’s Missiles, Ship’s Particle Accelerators, 
Ship’s Energy Weapons, Ship’s Meson Weapons, Ship’s Screens. 


Intelligence School: Roll 4+ (1D6) on each: Forgery, Gun Cbt, Bribery, Streetwise, Interrogation, 
and Hacking. 



Officer Training: Receive rank Ol in original or cross trained branch. Roll once for each 
Command skill, Staff skill and Branch skill. 

Psionics School: Throw ID on the Psionics Training table for one specific talent. If you already 
have that talent you can choose +1 PSR or any talent you don’t already have. 

Recruiting Duty: receive Recruiting-1. 

Staff College: Roll 4+ (1D6) on each: Tactics, Liaison, and Computer. 

Technical School: Roll 4+ (1D6) on each: Mechanical, Electronics, Gravities. 

Hacker characters start out with Computer -1, Electronics -1, and Engineering -1. If promoted to 
leader by Hacker School or Computer School, they get Hacker -1 as a bonus skill. 



Mustering Out Table 


MUSTER-OUT BENEFITS Service 

Per term of service.2 

If TR 1 or 2.1 1. 

If TR 3 or 4.2 2. 

If TR 5 or 6.3 3. 

If TR = 7+.4 4. 

If Soc <=9.2 5. 

6 . 

7. 

8 . 


Material Benefits_Cash Benefits 


+1 Edu 

5000 

High 

10000 

-1 Soc 

25000 

Weapon 

50000 

Weapon 

100000 

+1 Int 

200000 

+1 Str 

250000 

Neural Implant 

300000 


+1 DM of Soc <= 9 
+1 DM if Int >=9 

Neural Implant is a cybernetic implant into the Hacker’s brain so he or she can jack into any 
computer and access Cyberspace or any computer or electronic device with it. It also gives a 
photographic memory, video and audio playback through the Hacker’s eyes and ears, and it can 
also function as a hand computer. 

Traveller is copyright and trademark Far Future Enterprises. Website: http://www.farfuture.com 
This material is fan based and has nothing to do with Far Future, and is covered under the fair use 
clause of an agreement with Far Future. This material cannot be sold, and should be free, and the 
only charge should be for the cost of printing out a copy of these tables, or the cost of putting it on a 
media format or network and not for the material themselves. This material is under a creative 
commons open source license. It should be compatible for Classic Traveller and Mega Traveller, 
and since T5 and Mongoose Traveller are going back to the Classic Traveller standards, it should 
be compatible with those systems as well. Some of these character generation rules are based on the 
Classic Traveller advanced character generation rules from the little black books published under 
Classic Traveller rules, but modified for Hacker characters. 










The Hacker generation tables are loosely based on the Classic Traveller advanced character 
generation system, and modified into a new form that human beings can read and roll dice to 
generate their own characters from. The Hacker character is a master of technology, but roams 
around as part of a ship’s crew from time to time and is often hired on as an engineer, computer 
operator, or used by pirates to break into security systems. A hacker can sell their services and 
work in the underground, or hack a new identity and blend into the background as an average 
person. Because they are often wanted by governments and authorities as criminals, they often join 
fight clubs or learn how to fight in order to defend themselves from being arrested, and might 
spend some time as a prisoner, when that happens they are known in the underground as a hacker 
martyr and when they get out they are often hired as a security consultant by a corporation or they 
go back to hacking. 

Please visit: http://groups.vahoo.com/group/megatraveller for more info on customized fan versions 
of Traveller info and to discuss Traveller, or you can contact the author of this document at 
ngking@sbcglobal.net 

With the subject header of “Traveller” or containing “Traveller” somewhere in the subject or body 
of the message so that his email program can properly filter it and flag it as a Traveller based 
message. 




